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Brian joined Sparkfun Electronics to help integrate "tinkering," electronics, and computational thinking into the classroom. One of his goals is to help teachers to de-mystify how household consumer electronics work. With a few simple tools, classrooms can excite and encourage students to explore the possibilities of microcontrollers, electronics, and physical computing.
Brian Huang has a Bachelor's of Science in Electrical Engineering from the University of Illinois, UrbanaChampaign and a Masters in Education from the University of Colorado, Boulder. The curriculum consists of three main elements: lectures, workshops, and design projects. The lectures introduce important engineering design concepts like the design loop as well as technical content on various engineering disciplines. Workshops are interspersed throughout the course to provide practice in technical skills required for the successful completion of the design projects. Workshop topics include circuit design, soldering,computer aided design, Arduino coding, and others. The lectures and workshops use low-cost open-source products to integrate hands-on learning in any classroom.
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In this course, students engage in two major design projects to provide application and context to the lectures, workshops, and lessons. The first project is a short-term (two week) introductory design project. It is a fast-paced design project that is meant to force teams into making rapid design iterations and apply basic skills in design. The scope of the project is smaller than the final design project and therefore the time and materials are more constrained. The final design project is a long-term (twelve week) expansive design project that requires teams to develop custom electrical, mechanical, and software prototypes that integrate the SparkFun products used throughout the course with parts and materials readily available at the average hardware store.
The project includes many milestones to ensure progress by the team and builds upon the SparkFun Simon Tilts device in order to create a unique design. The SI2D High School course converts a classroom with only power outlets and community computers into an advanced design facility.
